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Environment for rapid development of today's game, 3D games as a new type of 
entertainment the darling of the rapid development of this environment with the technology 
continues to develop a new game digital three-dimensional animation game. Digital 
three-dimensional animation game With the development of computer graphics technology, 
built on the basis of traditional art emerging art form over the years, its performance 
language artists to explore its artistic situation is more mature and perfect. 
This article first explains the reasons to choose digital 3D animation game 
development, introduction and analysis of digital 3D animation game concepts and 
principles, a detailed analysis of the preliminary work of the digital three-dimensional 
animation game production, the medium-term work, as well as the late work, which 
focuses on analysis the different elements of the production process, including art elements 
of character design, scene design, motion design, character design. Authoring tool element, 
the main application 3DMAX, PHOTOSHOP software tools such as the completion of the 
process of game characters, scenes, props modeling analyzes modeling design, material 
design, animation design, as well as some of the characteristics of technology in the 
production process in this link. And cases come and go through to produce their own 
analysis simple display of digital 3D animation game design process, design thinking, 
design process, the game program elements described in this part of the game engine, 
manipulation, storage and testing. Instance by making a simple game software, similar 
production concepts and ideas for the big game, and the application of technology, you can 
see and appreciate the designer in the design process, how to consider the experience of the 
players to do as much as possible in the design process to perfection. 
Finally, design and operation of test paper making of 3D animation game process and 
application of professional technology as well as the engine is summarized and prospected, 
and summarizes problems in the research process, and application of the whole design and 
development of 3D game animation game technology in the corresponding discussion. 
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